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enemySpawnInterval;

WINDOW_WIDTH;
enemy.y = -CHARACTER_SIZE;
enemies . push_back (enemy) ;

:DrawPlayer(
der <= @) return;
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SetDrawBlendMode (DX_BLENDMODE_ALPHA, 128);
DrawCircle((int)player.x, (int)player.y, CHARACTER_SIZE / 2, GetColor(255, @, @), TRUE);

SetDrawBlendMode (DX_BLENDMODE_NOBLEND,
return;

DrawExtendGraph( (int)(player.x - CHARACTER_SIZE / 2), (int)(player.y - CHARACTER_SIZE / 2),
(int)(player.x + CHARACTER_SIZE / 2) + 1, (int)(player.y + CHARACTER SIZE / 2) + 1,
andle, TRUE);
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playerlmage = LoadGraph( "image/XXX.png" );
if( enemylmage == -1)
enemylmage = LoadGraph( "image/XXXX.png" );
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